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FAMILY COMPUTED SYSTEM 


CARTRIDGE 

INSTRUCTIONS 



For use with ColecoVision* or the ADAM 11 ' 
Family Computer System! 



Use your SUPER ACTION"' CONTROLLERS tor this game. 
It will take all Ihe skill you ve got to tight the battle 
I hat wins the war! 


Plays like the FRONT LINE ' 1 arcade game! 














GAME DESCRIPTION 



March Into action against the enemy in Coleco's FRONT 
LINET a game of battle, Your mission? Invade enemy terri¬ 
tory and knock out their fortress. To do it, you'll have to fight 
your way across constantly changing terrain By vehicle or 
on foot, you'll charge through dense underbrush, over burn* 
ing duser l sands, and across treacherous over bridges. If 
you succeed in demolishing the enemy fort, yoyr reward will 
be a new battle against an even more experienced army! 
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GETTING READY TO PLAY 


ALWAYS MAKE SURE THE COLECOVlSlON* UNtT 15 OFF 
BEFORE INSERTING OR REMOVING A CARTRIDGE. 

One-Flayer Game 

Use the Part 1 Coni roller. 

Two'Flayer Game (Alternating Players! 

Player 1 uses I he Port 1 Controller. Player 2 uses the Port 2 
Controller. 

Choose your challenge 

Press the Reset Button, The Title screen appears on your 
TV. Walt tor the first Game Option screen to appear, then 
use Keypad Button 1 or 2 to choose between a one- or two- 
player game. 

Skill selection 

When the Shill Selection screen appears, each player se¬ 
lects a Skill Option by pressing the corresponding number 
button on that player's controller keypad. Because FHGNT 
LINE' 1 ' features Individual Skill Selection, each player -can se¬ 
lect a different skull level. For a one- or a two-player game, 
skill levels are as follows: 

Skjn 1 is the easiest and is suitable for play by be¬ 
ginners. 

Skill 2 Is a hi tie hard or. Enemies are more dan¬ 
gerous. 

Skill 3 plays at the difficulty and timing of a profes¬ 
sional arcade machine. 

Skill 4 is more difficult than an arcade machine. 

NOTE: If you Select a 1wo-plE3yer game, players take turns. 
Player 1 begins. Each turn lasts until a player's soldier is 
eliminated, or lhe enemy fori is destroyed. 
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USING YOUR CONTROLS 



1 Control Slick: Pushing the Control Stack in any direction, 
makes your soldier or friendly tank move in that direction. 
Reluming |ho Control Stick Id neutral makes the move¬ 
ment stop. 

2. Keypad: Keypad Buttons 1-4 allow you to select ihe 
Game Options you want to play. Press only one Keypad 
Button at a time for most accurate results. 

3, Action Buttons: The color^coded boxes on Ihe left side 
of the Keypad Overlay indicate which Action Buttons you 
should use for specific functions. 

Yellow Action But ion: fares your weapon . 

Orange Action Button: rotates your weapon clock¬ 
wise, (A brief press rotates the weapon one position.) 
Purple Action Button; relates your weapon counter¬ 
clockwise. (A brief press rotates the weapon one posi¬ 
tion.) 

Blue Action Button: throws a hand grenade or allows 
your soldier to jump into and out of a blue tank- 

NOT! The Speed Roller is not used in this game 
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HERE’S HOW TO PLAY! 


On the road. 

Votir goal is to invade the enemy's territory and destroy their 
fort. When the action begins, you’re a humble foot soldier 
Gul on the road, armed only with a loaded rifle and hand gre¬ 
nades. Use the Control Stick to move up the road and closer 
to the enemy's fort, 



tree 


clump 


ENEMY 


HOADWAY 


SOLDIER 


EMBANKMENT 


ENEMY 


FRIENDLY SOLDIER'S 
BULLETS 


1 

rJ.Y 

■SI 

BULLETS f 1 

' £ 


riiifl 

*1 MINE 

* 

f 

4 

FRIENDLY 

SOLDIER 

1 fa y i i 

r, n o A 


1 UP 

CdHRErit 

PLAYER 


6 0.B B 

FLAYEH 1 
SCORE 


SOLDIERS 

REMAINING 


ee r e 

PLAYER 2 
SCORE 


The battle begins. 

As you dash up the roadway* the enemy is close al hand 
Use Ihe appropriate Action Button to direci your aim — 
then fire! 


5 











Mind those mines! 


Avoid thoss Janet mines planlnd along the road. If you run 
over one. it's curtains? 

Tricky terrain 

Those clumps of trees supply plenty of shade, but some¬ 
times they only gel m your way. You can't shoot through 
them,. bur you can loss a hand grenade into or over the 
branches. 



Into the brush 

Whew! You made it lo the end of the road — but your ene¬ 
mies won't give up that easily, Seo what new tactics they 
have in store as you fight your way through the Brush,. 






Fight fire with fire. 

Once you reach the Brush, the enemy soldiers retreat and 
thair tanks appear. Lumbering, heavy tanks shool powerful 
shells, but move very slowly. Light tanks are faster, but their 
machine gun bursts have a shoner range 

Tanks, I needed that! 

You locate an abandoned tank fust in time! Press the blue 
Action Button to jump inside. Mow you'll have better 
weapons to use on the enemy, 

Bail out! 

If your light tank is hit, press the blue button to jump out and 
run away before it explodes, (Note: If 0 light lank (ires at 
your heavy tank, the first hit only damages the engine, IF 
you're quick you can jump out to fix it, then hop back in,) 

The heat is ort! 

When you finally make it through the tangled Brush, you're 
getting closer to |he enemy's fort, But you L ve still got a long 
way 10 go. This time, the battle will be waged over burning 
desert sands. 

On the rocks 

The heal is bad, but those rocks putting out of the sand are 
even worse. You'll have to guide your tank very carefully to 
get past them all. If the fighting gets loo in tense, you can 
always duck behind a rock fqr cover. 

Down by the river 

There it is! The river at the end of ihe desen? Use the Con¬ 
trol Stick 10 guide your tank safely across the bridge. And be 
careful—if you jump out of your tank while traveling along 
the river's edge, you’ll bo eliminated. 
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Off the wall 

Once across Uie bridge, you're confronted! with a dangerous 
obstacle course designed to keep you Iron reaching the 
enemy's tort. The ruined walls provide cover from enemy 
fun, but II you jump out ol your tank arid land on one you L tl 
be trapped And those craters caused by exploding mines 
are tough to get around! 

Ouch! 

That barbed wire is no lun at all! You can't get through it on 
foot, so you’d halter stay in your tank. Careful, soldier! 

Blast those bunkers! 

Sec that hunker that pro!acts the enemy Fort? Its machine 
gun rotates and fires-. You can eliminate this danger only by 
throwing h hand grenade. 

























No tanks! 


Wow (ho tioubte reaify starts. You're close enough to lire cm 
(lie fori, but in order to destroy it you'll have lo stay out of 
your tank to toss a hand grenade. Meanwhile, enemy tanks 
roll on! 
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Onward* soldier! 

Congratulations? You’ve succeeded in destroying the 
enemy's fort 1 Your reward? Transfer lo another front to fig hi 
against an even more dangerous enemy. You've won the 
battle. Wilt you win the wai? 

Special pause feature 

Proas during □ game lo pause. Itio screen blanks and 
music plays- Press Regain to return to the game exactly as 
you lelt i|. There Is a slight delay before the action resumes, 
giving you time to sire up the situation. 
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Starting over 

Press* to replay the FRONTLINE'"' Game Option that you’ve 
just played. Press # to get back to the first Game Option 
screen, 

* - Pause (during game) or Replay (after game) 

# = Game Options (other choices) 

Reset 

The Reset Button on the console stops the game and re¬ 
turns you to the Title screen, tt can he used Id start a new 
game or in the event of game malfunction. 


SCORING 


ENEMY ELIMINATED POINTS 

Soldier.. .... 100 

Bunker... 100 

Tank. .. 100 

Fort ... 1000 


Each player starts with five friendly soldiers, When each 
Round is completed, the player is awarded a Bonus Soldier 
(up to Six) 


THE FUN OF DISCOVERY 


This instruction booklet provides the basic Information you'll 
need to start playing FRONTLINE" 1 ', but it’s only the begin¬ 
ning! You'll find lhat Ihis cartridge contains special features 
that make FRONTLINE 1 * 4 exciting every lime you play Exper¬ 
iment with different strategies - and enjoy the game! 
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90-DAY LIMITED WARRANTY 


Cullen W3irr4isl3i to tnrj ongmni consumer purebase r in (he United Siaraa et 
America Hun Ibis video game carjridg? will be free of delecis n material nr 
wqrkrnmnhip tor 90 days frOmlbB dale or purctuiH* undr.-r nDrmnl ln-hauMi usn 

Gptaco's solo and b*gIue™u liability lor delecls in material and worSmansh p 
i-H.ill bi - I'irriilenf in mpiiir nr qipldcwmonl hi ih- noth odind Cold re Sfcrvici] Stotton 

I lits warrenl y does aqI Obligate Co leco 1o bear too t-ost of lran&[>oria( andH rges 
ih oorihpcdon with |hrj repair or re placement pt deteclrva parts 

Ttuswarianty i invalid if Hie damage or dctoc1 is caused by acc*ffen1. ad at 
End cnnqnrwrr abuan. unaiitho rirod oHwatlmi or repair, vnnd’aHem, or misuse 

Any Implied warranties arising out ol the sale of Iho video game cartridges 
Including Ihe implied mrmntiee ol mvrelu nobility and Illness tor ■ particular 
purpose are linfilledt* Ihr above 90 day period. Co leeo shall In no oven! be liable 
tor incitfmllar. con sngnnntiri I, conli nijeini pr sny other da mapes 

This warranty gives you specific legal rlyhis, and you may have other nghls 
'which wwyFrom SiHc to Stale Sort estates do net allow the iKdiis on -or Imilallpn 
at incidental or censacuennai danrkflgas pr limitations on how long ari mpiiacJ 
warranty btsls. so rho above 'iinilolioqs or occlusions may not Eppfy to you 

SERVICE POL ICY 

Please lead yo%ir Y^too Game Owner's Manual c areally Petore usiog (he 
P'cduos If your video game cartridge toils. to OptJtoLit properly, prca&P rotor (a the 
ti ooblft-sihp<ihrigi chppkl ist rq ihq Owner's Man ugl fo r you r par ticurar video system 

II vPU (..irUirjl Cijfduil Urn m.illiiriulinn jftur curtmilflrig thtt trOuhto-UfiMJlIng 
checklist, p-ease call Customer Service on Golcco's tolH-free service hotline, 
i • B*0-Bi? 1??5 tt iil'phwitle. Thijsoiwice isrh pperalipq from tv, ijpa m 1o 5;W p ir- 
Eastern Standard lane, Monday llmough Frrdfly 

If CiiSlorPW Sirr vlpo a(l mi i.im you la inlurri ynur vtIiiu ij.ii'ii- p<|rtriil{|v, piojiH'- 
return H postage prepaid and insured, with your name, address, pnvif sif IN? dale 
ol purchaso. and a Prief rtescr ipllonor (be problem ip|hu S-ervice Station you nave 
bttort diivckd to return It to byline toll-free service Intormauon. I I yopi carp sjgo ie 
1o jnd to Delactory detective during She fii$i SCI dViys, i will be roparrpd or replaced 
at np r-nsl to you M I Mo cartridge IMauiid to have shmiii ceriflumoi djirriugnej or 
ebusod ar.d itierefore not cotered by Ihe warranly, (hen y«u wall L)^ Advised, to 
ariKinoe. ol repair coals 

11 your cartridge requires service slier exp Ira! ton pi the 90 day Limiled 
VYarranly period, please call Cohaco's toll Inin i.nrviim heilirm Inr ihsrnipMpnq q™ 
hqw to propped "I-0OO-&42-1 naltonw de. 
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FRONT LINE “ by Taito* 

FRONT UNIT" is a trademark of Taito America torp, 
©1982 Taito America Corp. 

ColecoVision'jf is a registered trademark of Caleco Indus¬ 
tries, Inc, 

ADAM 1M is a trademark of Coloco Industries. Inc, © 1983 
Coleco industries, Inc. 

Package, Program and Audiovisual (&■ 1933 Coleco Indus¬ 
tries, Inc. Amsterdam, New York 1201Q 
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